If you’re ready to survive in worlds of extremes, if you’re ready to 


Don’t look so surprised, sir prime: You're 
standing there with an addle-coved look on your 
face and your bone-box wide open. You're 
practically crying ‘bob me’ to the peelers around 
here. Allow me to introduce myself: I’m Etain the 
Quick, professional tout: Best guide in 
the multiverse! 

Formalities first. Just 12 silvers, berk, and we'll 
be off on a tour that'll make your guts crawl. 
What? You can’t find your purse? Well, look at 

į this, must have fallen 
NN into my own hand. I'll 
W just help myself, and 
here's your 
jink back. 


Best keep your hand on it from now on—you can't 
be too peery around here. 

Try not to look up if you're feeling a bit queasy. 
It takes some time before most Clueless get used 
to seeing the city curve away overhead. No doubt 
Sigil's different from any place you've ever been— 
it's like the city's wrapped inside the curve of a 
hollowed-out wagon wheel, if you get my 
meaning. Step lively now, 'cause we've got lots to 
see and I don't have all day. 

This is Sigil, City of Doors, the Cage, 
} crossroads of the multiverse. In the planes 
i you'll spy things you'd never even begin to 
+ imagine. You'll see angelic devas drinking bub 
with toadlike slaadi. You'll see 


I 


barmy wizards living in 


alking castles. You'll see an | 
NE à 


ternal Blood War between 
fiends bent on annihilation. 
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And you'll see gods. All you have to do is walk 
through the right kind of portal, and you 
can go amy where. 

But don't worry about bumping into a god on 
the street in the Cage—the Lady keeps them out of 
Sigil. That's the Lady of Pain: She runs Sigil, and 
keeps a serene and watchful gaze on things in 
whole. She's the one who creates and removes the 
portals—more on those later. All a body need 
remember is that she's not to be peeled—not to be 
crossed. The Lady keeps Sigil out of the politics 
and bloodshed that rage through the planes, and 
she does ít with an active hand. Those who defy 
her rule end up alone in the Mazes—their own 
little prison demiplanes—with her compliments. Or 

| else they're flayed alive, just 
by her gaze! 


TM 


campaign. 


Watch your step—that street's closing in! Looks 
like the Lady's doing some more rearranging. 
Think of it this way: Sigil's not some third-rate 
burg somewhere. It's alive. Sometimes at night, or 
when the smoke and drizzle ain't so bad, a cutter 
can almost feel the city breathing. It grows, it 
shrinks, whole streets disappear, and true Cagers 
don't skip a beat. Yes, it's alive... Bu that don’t 
mean its got a heart. 1 
We've got lots to cover yet: dabusj factions, 
those pesky cranium rats...if you're a good 
Clueless I may even tell you a few darks—that's 
secrets to you. Where do I begin? Quick, hand me 
another bit of$ink; it helps 


to put mysbrain-box 
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The multiverse is a big place, - : 
e Spy those.cutters? Bet you've never 
and I don't think | can even - Mags. 
; seen people floating above the” " 
count high enough to tally all. à = 
Streetlike that, eh? They're thë 
the types of bashers Out there. 
dabus; the Lady's agents; Y oul! 
But you'll see a few of each Es : 4 > 
Bi never see them: anywhere but 
of them.in the Cage. > - 
Y - > "here. Fact iS, some bashers © = 
If nothifig.else, it's a de . 4 
. : Co © think they're actually livimg. | 5 
cross-section.of the - - P= 
„ — manifestations of thé city itself... — 
planes: Tw qa x ¿Lia 
2 1 couldn't say; Since they're as- 


See, a cutter 


gets to < 


2 a me 
' a M3 ¿o o. youdn.the-eye. Those AS : f 
through the Tale . c M em A bec ae their pi Qe Mt, PE 
portals, Could - = " er - = a now, they talk : 
E be anything: a door: window, hole in the BR e qs ee à 
street...anything 4 basher can jump through. If he's = P Most;ofsthe be ume 
got the right key, he finds himself óri the other side- w - dabis kep Roo Qo ES 
wherever the portal leads.t9. The-bady makes ther” "MU one UBS: SEP 8: A ; Rh €: 
the Lady takes them. Why? I’m no philosophe" e "2 razORyins, Claas the SEWERS =~ 
just know that Sigils got poils toveverypl?** in z^ af“ batching the Sg Soon - 
the multiverse, and that’s-why ar A's =o r 7 They also scrág berks fhat don't ; 


body can find 


um 
> v r La 


anything-and 
everything here! Rats! See 'em?-Right-over there, 
a whole pack of them,.They'Te 
cranium ats. Smart as blades, 
fast as knives. Most of the.rats" ^ 
around hére are just.the nórmal 
type, but some of these 


If yoü recinto chaos, this one's for you; bashers have gotten the 


the Xaositects; Called the. Chäosmen smarts. Chant is they've 


~ on the street: They think got a collective brain that gets smarter the more of them gather 
everything is Chaós—miñd you; in a pack. Now they're waging a little blood war of their own 
‘not everything is in Chaos; against the rateatchers. Why, just the-other day some 


but is-Chaos, S6_no two act sod was found dead in an alley, floeks.of those 


buggers on tap of him. Chant is he clove his own 


the'same: one'll be'silly, 


" 
ny one'll be grim, They're the,” head open with an axe, and those rats made him 
MP \ 


P 
d | " 
$ p^ at^ tanle nf Chan«c-whna: 


knows What they'll 


da it. Don’t know if 1 quite heliawe it myself... 


do? Thes go into 2 i - ET SA ei ae Sa sa ———GÓ UA 
- TAF seriotis Cha6s, and don't-ask That i ; 

rat cutter over 
them to prove it. ^ 
d 


there is a recruiter for the Free 
League. Heh har, I'm making a 
joke, there. The Indeps don't 
recruit. They don't think 

> any faction’s got it right. 


B rr They're ‘free thinkers,’ 


and their only 


Aye, there's one to talk about! 


` She's*a Sensate, from the Fg 


Society of Sensation. They 7 motivation is for themselves. 


> think a basher don't They don't claim any 


exist-if he doesn't have allegiances. Many of 


experiences. "Try everything 'em are merchants. 


once’; that's their.motto. I callem 


They rupemost of the mercenaries. 
+ funhouses in the Cage— 


- theaters, stayerns, festhalls, ^ + f , 7% E Aa y 
T» E . » - w e Lus | r 
amd so on. 3 I See-that-your sharp 
> E 7 $ ; eye's admiring the scenery. Aye, te atchitecture’s some- 
A : i Y T thing unique, all right. See, nothingírows in Sigil (except Sigil herselfand that bleeding razorvine). ^ 
== Ri — S So everything a basher needs to build aiouse hás torcome from sömewhere else, That's not so tough; with Now you've got your 4 
- » s = Hush now! There's V. ^ F portals that lead everywhere; but it mans that you're gonna see a house of Garcerian cracked marble next 
E oe ME ia ae "> 2Hardbedd—a member of thie-Harmonium. to some blockhouse made of Elyian glory pine. And then there's. the poor folks, who have to scàv- jink's worth, but | 
a> k eS . They're one of the factions'in Sigil—each faction enge what's already about. Mct of them just build a shack on the roof of-another building, any- 
o ro" x, ‘has its own outlook on what it’s all about, and each has 2 way. Most Ggers think space is more important than beauty. you're not nearly a 
: e ut ae =; arole in the city. The Hardheads are in charge of keeping s 


A A E , 1 is T 
the peace. Thing is, they do it t/ieir orbi way. You're as blood yet. I can give 


likely to get scragged for nothing as for something, if A 2m 8 


a word for-you: Spy Ro you an overview of 


a) one of these 
bloods, walk 


the other way. 


the planes for a few 


silvers more, and I 


know what your 


purse weighs... 
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